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Abstract.

Xavatar is a media, educational, and therapeutic platform specializing in immersive virtual reality (VR) and augmented

reality (AR) content, as well as seamless interconnectivity across various devices such as mobiles, tablets, and computers.

It is aimed at improving the lives of patients with chronic mobility and communication disorders, including dementia,

Alzheimer's, autism, chronic immobility, isolation, and long-term hospitalization. The project represents a fusion of digital

technologies including the Metaverse, artificial intelligence (Al), and Web3, all designed to enhance healthcare interac-

tions and patient support. This opinion piece explores the transformative potential of Xavatar, highlighting its role in

shaping future healthcare landscapes through innovative, empathetic, and engaging digital solutions.
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Introduction:

YR Question 1: Please Explain the purpose of Xavatar
(Figure 1)

JR & CK Answer 1: Xavatar is a cutting-edge media com-
pany specializing in immersive and experiential content,
with a focus on innovative outreach initiatives within
the healthcare sector.

Our commitment to leveraging advanced technologies,
including virtual and augmented reality, as well as seam-
less interconnectivity across various devices such as mo-
bile, tablets, and computers, underscores our dedica-
tion to providing meaningful access to individuals grap-
pling with chronic illnesses, disabilities, isolation, and
conditions like Alzheimer’s, Autism, Immobility issues,

and long-term hospitalization.

Xavatar engages in collaborative efforts with medical
practitioners, healthcare professionals, nongovernmen-
tal organizations, non-profit entities, and academic in-
stitutions to develop interactive virtual experiences tai-
lored for the healthcare domain. Leveraging our profi-
cient team of skilled storytellers, illustrators, web3-ena-
bled animators, and coders, Xavatar adeptly translates
the specific requirements of this sector into educational
and rehabilitative aids for patients, physicians, nurses,

healthcare providers, and their families.
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Figure 1. xavatar.co Homepage.

YR Question 2: Please provide information about similar
projects, including references. Also, share what aspects
of these projects you personally do not like. | personally
think that your project is unique due to its use of Web3.
However, please look at the information about the
Metaverse for mobility disorders on the NCBI PubMed
platform.

JR & CK Answer 2: Similar projects in the realm of virtual
reality (VR) and augmented reality (AR) in healthcare
have been pioneering various innovative applications,
from enhancing empathy among healthcare profession-
als to aiding in rehabilitation and surgery. Here's a sum-
mary of notable projects and our personal critique on
aspects that could be improved:

1. Empathy Building in Healthcare Professionals: Pro-
jects like Embodied Labs (LA US)? utilize interactive, 360-

degree VR experiences to simulate conditions such as
macular degeneration, high-frequency hearing loss, and
Alzheimer's from a patient's perspective. This approach
helps in building empathy among healthcare profession-
als by allowing them to experience the challenges their
patients face. While highly effective in fostering under-
standing, a potential limitation is the accessibility of
such technology to all healthcare professionals, espe-
cially in resource-limited settings®.

2. Autism Communication Skills: Floreo (DC US)* lever-

ages VR to teach social and communication skills to in-
dividuals with autism. By creating engaging virtual envi-
ronments for practice, it offers a novel approach to ther-
apy that differs from traditional settings. However, the
reliance on VR technology might not be suitable for all
individuals with autism, particularly those who are sen-
sitive to sensory overload, highlighting the need for tai-

lored experiences®.

3. Physical Therapy and Rehabilitation: Platforms like

InMotion's Corpus VR (Netherlands)® utilize gamifica-
tion and VR for rehabilitating patients with physical in-
juries. This method makes physical therapy more engag-
ing and can monitor patient progress through motion
data. Though promising, there can be a significant up-
front cost for the technology and a learning curve for
both therapists and patients3.

4. Mental Health Treatments: VR is also being used to

treat mental health issues, like phobias and post-trau-
matic stress disorder (PTSD), by gradually exposing pa-
tients to their fears in a controlled environment. Pro-
jects like Bravemind (CA US)® apply VR simulations for
treating PTSD in military veterans and sexual assault sur-
vivors. One critique here is the potential for VR-induced
discomfort or motion sickness, which could detract from
the therapeutic benefits for some users’.

5. Improving Surgical Efficiency: Institutions like George

Washington University are using VR to enhance surgical
planning and training, providing surgeons with a de-
tailed virtual exploration of the patient's anatomy be-
fore procedures. While this significantly improves surgi-
cal outcomes and training efficiency, the high cost and
need for specialized equipment might limit widespread
adoption’.

6. Diminishing Pain and Enhancing Physical Therapy: Ce-

dars-Sinai Hospital's use of VR to reduce patient pain
showcases VR's potential in pain management. Addi-
tionally, VR-enabled physical therapy programs have
been effective in improving motor functions in patients
with conditions like cerebral palsy. However, personal
critiques include the need for more extensive research
on long-term outcomes and ensuring these solutions
are accessible to patients across various socioeconomic
backgrounds’.

These projects demonstrate VR's vast potential in
healthcare, offering innovative solutions for training,
treatment, and patient care. Despite their success, chal-
lenges remain in ensuring wide accessibility, addressing
individual differences in technology tolerance, and over-

coming initial implementation costs.
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Figure 2. Xavatar. Virtual Dance Studio: A Fun and Safe Place for
Youth in Hospitals Homepage

YR Question 3: Share your thoughts here about using
your technology to assist people with mobility disorders
(Figure 2). P.S. In my opinion, you shouldn't focus solely
on a specific age category of users. Consider expanding
your audience. Believe me, there are many elderly peo-
ple with mobility disorders who could benefit from your
technology.

JR & CK Answer 3: Utilizing Xavatar's technology to as-
sist individuals with mobility disorders offers a vast po-
tential for improving quality of life, fostering independ-
ence, and enhancing rehabilitation processes. Your sug-
gestion to not limit the application of this technology to
a specific age group, especially considering the elderly
population, is insightful. Mobility disorders can signifi-
cantly impact an individual's ability to perform daily
tasks, contribute to isolation, and reduce access to re-
habilitation services, especially among the elderly. Here
are several ways Xavatar's technology could be adapted
and utilized:

1. Virtual Reality (VR) for Physical Rehabilitation: VR can

be employed to create immersive rehabilitation pro-
grams that are both engaging and effective. By simulat-
ing real-life tasks and environments, Xavatar can pro-
vide personalized rehabilitation exercises tailored to the
specific mobility challenges of each user. This approach
not only aids in physical recovery but also in cognitive
rehabilitation, which is particularly beneficial for the el-
derly who may be dealing with multiple health issues.

2. Augmented Reality (AR) for Daily Navigation and Task

Completion: AR can offer real-time overlays of infor-
mation to assist people with mobility disorders in navi-
gating their environments more easily. This could in-

clude highlighting safe paths in the home or public

places, providing virtual assistance for completing tasks,
or offering reminders and prompts for medication and
exercise. Such applications could significantly enhance
the autonomy of individuals with mobility issues, includ-
ing the elderly, by making everyday tasks less daunting
and more manageable.

3. Social Connection and Virtual Communities: Xavatar

can leverage its technology to create virtual spaces
where individuals with mobility disorders can interact,
share experiences, and support each other. These vir-
tual communities can break down the barriers of isola-
tion that many with mobility issues face, offering oppor-
tunities for social interaction, learning, and emotional
support.

4. Accessible Content and Interfaces: It's crucial that the

technology developed by Xavatar is designed with ac-
cessibility in mind. Interfaces should be easy to use for
people with varying degrees of mobility, including those
who may not be tech-savvy, such as some older adults.
Voice commands, eye-tracking, or simplified touch con-
trols can make VR and AR technologies more accessible
to a broader audience.

5. Education and Awareness: Beyond direct assistance,

Xavatar's immersive experiences can be used to educate
family members, caregivers, and the general public
about the challenges faced by individuals with mobility
disorders. By fostering empathy and understanding,
Xavatar can encourage a more inclusive and supportive
community for those affected.

Expansion to a Broader Audience: Your point about not

focusing solely on a specific age category is well-taken.
Mobility issues affect individuals across all age groups,
and the elderly population, in particular, stands to ben-
efit significantly from these technologies. As the global
population ages, the number of older adults with mobil-
ity disorders is expected to rise, underscoring the im-
portance of inclusive technology solutions that cater to
their needs.

By broadening its target audience to include people of
all ages with mobility disorders, Xavatar could signifi-
cantly impact public health and individual well-being.
Collaborating with healthcare professionals, therapists,

and user experience designers specializing in elderly
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care could help Xavatar tailor its technologies to better

serve this diverse and growing population.

Material and Methods:

YR Question 1: If | understand correctly, the main
method and material of your project is Xavatar® (Figure
3) an animated online personification of a real human.
Please explain this component in detail.

JR & CK Answer 1: Xavatar is conceptualized as an ani-
mated, Al-driven online persona that can stand in for
real humans during virtual meetings on platforms like
Zoom, Google Meet, Microsoft Teams, and others. It
uses technologies like facial mapping, and audio recog-
nition to mimic the real-time movements and behav-
iours of the person it represents. Furthermore, after a
period of learning and training, it has the capability to
function autonomously under human supervision and
respond to voice commands from its owner. Addition-
ally, Xavatars are unique and can be customized, exist-
ing as tokens or NFTs, adding a layer of personalization

and ownership.

Xavatars
(Al driven avatars)

Xataverse
Xavatar

(Web3 Metaverse)

Xavatized
(Film, TV, Radio, ...)

Figure 3. Xavatar components.

YR Question 2: If | understood correctly, the second main
component of your platform is the Xataverse (Figure 3).
This is a type of Metaverse built using Web3. You use
NFTs for verification and registration of new users. Could
you please provide a detailed explanation of this compo-
nent?

JR & CK Answer 2: The Xataverse is designed as a com-
prehensive and immersive metaverse environment, uti-
lizing Web3 technologies to offer a unique and secure
user experience. Incorporating NFTs (Non-Fungible To-

kens) for user verification and registration is a forward-

thinking approach that leverages blockchain technology
for enhanced security and user authenticity. By requir-
ing NFT acquisition through platforms like OpenSea®
(Figure 4), the Xataverse ensures that each user has a
unique and verifiable digital identity, promoting a sense

of ownership and exclusivity within the virtual world.

Figure 4. OpenSea: Animated Colin O'Donoghue NFTs by Xavatar

Here are key components and considerations for inte-
grating such technologies into the Xataverse:

1. Accessibility Across Devices: Ensuring that users can

access the Xataverse from a variety of end devices (mo-
bile phones, tablets, laptops) is crucial for widespread
adoption. This accessibility allows users to engage with
the metaverse environment from their preferred de-
vices, enhancing user convenience and experience.

2. Immersive Experience with VR and AR: The option to

use virtual and augmented reality headsets for entering
the Xataverse significantly enhances the immersive ex-
perience. This technology can transport users more con-
vincingly into the virtual world, making interactions
within the Xataverse feel more real and engaging.

3. Utilization of Web3 and Blockchain: The use of Web3

technologies for building the Xataverse underpins the
entire ecosystem with a decentralized and secure
framework. This not only ensures the security of trans-
actions and interactions within the metaverse but also

supports the unique identification of users through
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NFTs. The blockchain's immutable nature offers a relia-
ble way to verify ownership and transactions, adding a
layer of trust to the virtual environment.

4. NFTs for Verification and Registration: Incorporating

NFTs for user verification and registration is an innova-
tive approach to creating a secure and exclusive com-
munity within the Xataverse. By linking each user's iden-
tity to a unique NFT, the platform can provide a verifia-
ble digital identity for every participant, reducing the
risk of fraud and impersonation, while providing addi-
tional guardrails to prevent anti-social behaviour.

5. Considerations for User Privacy and Data Security:

While the use of NFTs and blockchain technology offers
many advantages, it's also important to consider user
privacy and data security. Ensuring that personal infor-
mation is protected, while still leveraging the benefits of
blockchain technology, is essential for user trust and
regulatory compliance.

6. Future Directions and Potential Applications: The

Xataverse could host a wide range of activities and ex-
periences, from virtual social gatherings and gaming to
educational programs and business meetings. Digital
real estate and geographical twinning can also provide
in depth perspectives of properties and locations to ex-
pand sales, enhance education or simply provide a fun,
new locations to connect virtually. The versatility of the
metaverse environment, combined with the security
and uniqueness provided by Web3 and NFT technolo-
gies, opens up vast possibilities for innovation and com-
munity building.

Our project's focus on creating a secure, immersive, and
accessible virtual environment aligns with the growing
interest in metaverse experiences. By leveraging the lat-
est in blockchain and VR/AR technologies, the Xataverse
could offer a glimpse into the future of online interac-

tion and digital identity.

YR Question 3: The final component of your platform is
Xavatized, a film & music podcast & TV show set in the
metaverse (Figure 3). Please describe this component.

JR & CK Answer 3: Xavatized, is our inhouse production
facility which produces web3 enabled and XR content®

for our own IPs as well as 3rd parties, such as film and

TV studios, record labels, publishers, radio stations and
beyond.

As described, serves as a multimedia content platform
set within the metaverse, focusing on film, music, pod-
casts, and TV shows. This component represents a fu-
sion of entertainment and technology, leveraging the
immersive capabilities of the metaverse to offer unique
experiences to its audience. For the Methods section of
the paper, consider highlighting the following points to
elucidate how Xavatized operates and its significance
within the broader context of the platform:

1. Integration with the Metaverse

Virtual Venues: Highlight how Xavatized utilizes virtual
spaces within the Xataverse for broadcasting its con-
tent. This includes virtual cinemas, concert halls, and
studios designed to host live events, film screenings,
and podcast recordings.

User Interaction and Engagement: Users can interact
with the content and with each other within these vir-
tual spaces, such as live Q&A sessions, virtual meet-and-
greets with artists, and interactive audience participa-
tion in shows.

2. Content Creation and Distribution

Collaboration with Creators: Creators to contribute con-
tent to Xavatized, including any specific tools or plat-
forms used for content creation, submission, and ap-
proval.

Distribution Channels: Content can be distributed within
the Xataverse. This could involve on-demand access,
scheduled broadcasts, or special event screenings, and
whether content is accessible via NFT ownership or
other forms of user verification.

3. Technology and Infrastructure

Streaming Technology: Xavatar utilises streaming tech-
nology and infrastructure that supports high-quality au-
dio and video delivery within the metaverse environ-
ment, ensuring a seamless and immersive experience
for users.

Blockchain and NFTs: Integration of blockchain technol-
ogy and NFTs in content monetization, ownership, and
distribution is also utilised. This may include exclusive
content access for NFT holders or the use of blockchain

for transparent royalty distribution.
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4. Audience Engagement and Monetization

Monetization Models: Numerous monetization strate-
gies for Xavatized are planned, such as subscriptions,
pay-per-view events, advertising, or exclusive NFT-
linked content.

Community Building and Engagement: New methods
will be used to build and engage the community around
Xavatized content, including social features, forums,
and integration with social media platforms outside the
metaverse.

5. Ethical Considerations and Content Moderation

Content Moderation: Xavatized ensures the appropri-
ateness of content within its platform, including moder-
ation policies and user reporting mechanisms.

Privacy and Security: Strong measures are taken to pro-
tect user privacy and data security, especially in relation
to interactions within the virtual environment and

transactions.

YR: Let's structure the Xavatized methods in a diagram

AT Virtual Venues
Integration

User Interaction

(Figure 5).

CoIIaboratlon
W|th reators

Content Creation

and Distribution

Technology and
Infrastructure

Audience
Engagement and
Monetization

Streamlng
Technology

Xavatized

Subscrlptlons

Content
Moderatlon

Ethical Privacy and
Considerations Security

Figure 5. Xavatized Methods.

Distribution
Channels
Blockchai
NFTs

advertlsmg, NFT

Community
Building

YR Question 4: Please mention any official (government,
local, or international health authorities) or regulatory
norms applicable to your project. Share here also how
you plan to achieve adherence to the current standards
in healthcare?

JR & CK Answer 4: The European Union is actively de-
veloping a regulatory framework for the metaverse, fo-
cusing on digital rights, EU laws, and preventing new pri-
vate monopolies in the digital space. Key legislative acts
such as the Digital Services Act'® and Digital Markets
Act! are instrumental in shaping these regulations, and
will support the development of Xavatar. Additionally,
the EU's Markets in Crypto-Assets (MiCA) Regulation®?
will regulate crypto-assets within the metaverse, ensur-
ing a standardized approach across member states. The
EU emphasizes the importance of standard setting to
embody European values in the metaverse and is con-
sulting with industry and research stakeholders to ad-
vance digital infrastructure and know-how. Xavatar will
follow best practice and EU level guidance in all areas,
and strive to be as compliant as possible throughout de-
velopment and deployment.

For aligning with healthcare standards in the metaverse,
considering the EU's regulatory direction and integrat-
ing principles from relevant healthcare guidelines and
acts, such as the EU Al Act'® and WHO Al guidelines??,
will be crucial. Ensuring data protection, ethical Al use,
and adherence to digital health product standards will

be key for compliance and fostering trust among users.

YR Question 5: Please provide the link to the app or in-
terface to access Xataverse here, as | couldn't find it on
your platform. If it is still not available for open access,
please explain why.

JR & CK Answer 5: The Xataverse is still in development,
so is as of yet not available for open access. When avail-

able it will be highlighted on the Xavatar website.

YR Question 6: What kind of analytics do you use to
gather information about your clients, partners, or col-
laborators? And what type of information do you collect
(age, gender, geographic location, type of mobility dis-

orders, etc.)?
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JR & CK Answer 6: Xavatar leverages data analytics to
understand and enhance the experiences of clients,
partners, and collaborators. We focus on anonymized
and aggregated data to respect privacy, such as interac-
tion patterns within the Xataverse, engagement levels
with Xavatized content, and user feedback on the usa-
bility of our virtual and augmented reality interfaces.
We also collect demographic information (with consent)
like age, gender, and geographic location to tailor expe-
riences and content appropriately. For users with mobil-
ity disorders, we aim to gather data on the types of dis-
orders and usage patterns to improve accessibility and

functionality of our platforms.

Reviewer's question: Does the project store patient in-
formation locally? When storing personal medical data,
it's important to ensure compliance with data center re-
quirements. Additionally, attention should be paid to
server locations, as some countries require medical data
to be stored within national borders. Have the authors
addressed this issue?

JR & CK Answer: We've been working with IBM (NY
US)*® on solutions such as this and they have more serv-
ers in remote areas than many in the space. We will not
store patient's personal medical data, but more gener-
alised condition specific data that the users will have ac-

cess too.

Reviewer's question: Is patient illness information dis-
closed in any public form during avatar interactions? If
so, all information (audio, video, and avatar text chats)
could be considered personal medical data. Depending
on geography and legislation, there are requirements
for the duration of this information's storage, posing po-
tential financial risks. For example, there have been in-
stances where successful telemedicine projects went
bankrupt due to the inability to cover server costs for
storing telemedicine consultation videos over extended
periods.

JR & CK Answer: No. We have two test models thus far
that are not modeled off actual patients. Both are cre-
ated in-house with guidance from the company that
funded the Alzheimer’s experience, in addition to the

Alzheimer’s Society of Niagara. As above, we will not use

patient's personal medical data, but more generalised
condition specific data that the users will have access
too. Specific condition experiences may be offered, but
no indication that the users experience such conditions

will be made available.

YR Question 7: Do you use data from user interactions
and their data to improve your project? Are the users of
the project informed about this?

JR & CK Answer 7: Yes, Xavatar uses data from user in-
teractions to continually refine and enhance our pro-
jects, focusing on providing a more personalized and ac-
cessible experience. All collected data is used in compli-
ance with privacy laws and ethical guidelines. Users are
informed about the data collection practices through
our privacy policy, which outlines what data is collected,
how it is used, and users' rights regarding their infor-
mation. Transparency and user consent are founda-
tional to our operations, ensuring that users are always

in control of their data.

YR Question 8: Do you use any form of categorization for
the users of your platform based on nationality or reli-
gious status? If yes, please explain why you do it.

JR & CK Answer 8: Xavatar does not categorize users
based on nationality or religious status. Our platform fo-
cuses on inclusivity and privacy, ensuring all users are

treated equally without discrimination.

YR Question 9: Who assesses the stability of your project
and how often? Do you regularly test it yourself, or do
you invite friends or colleagues to conduct independent
evaluations of your project's stability? Do you have spe-
cial medical supervisors for your project?

JR & CK Answer 9: Once active, Xavatar's stability will be
assessed through a combination of internal testing and
external evaluations. The team will regularly conduct in-
house tests to ensure the platform's robustness. Addi-
tionally, we hope to engage with a diverse group of us-
ers, including friends, colleagues, and selected partici-
pants from our user base, to provide independent feed-
back and identify any issues. For aspects related to

healthcare, we aim consult with medical supervisors
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and professionals to ensure our solutions meet the nec-
essary standards and are effective for our target audi-
ences. This multifaceted approach ensures continuous

improvement and reliability of our project.

Results:

YR Question 1: What Technology Readiness Level (TRL)
according to EU HORIZON**17 does your project have?
Please explain your choice.

JR & CK Answer 1: Given that Xavatar is in a beta proto-
type phase, it would likely be positioned around Tech-
nology Readiness Level (TRL) 5 to 6. This range indicates
that the technology has been validated in a relevant en-
vironment (TRL 5) and demonstrates the model or pro-

totype in a relevant environment (TRL 6).

YR Question 2: According to my findings on OpenSea®
your project currently boasts 26 original users, a total li-
quidity of 16 ETH, and 1,105 active NFTs available for
trade (Figure 3). Please confirm this information and
provide any additional details about the liquidity.

JR & CK Answer 2: Xavatar’s first public NFT drop was
based on Irish born film and TV star, Colin O'Donoghue
for a podcast he hosted called The Sync Report, which
Xavatar founder, Jason P. Rothberg developed and pro-
duced during the pandemic. Xavatar created 3 different
animated NFTs with multiple offerings from each, one
of which included original music from Suzi Quatro.
These came in a range of prices and included the collect-
able NFT as well as various online and in person offer-
ings. Such as a zoom meet and greet with Colin, round-
trip flights and Dublin hotel to attend a live concert in
Dublin (performances by Colin O'Donoghue, Paddy Ca-
sey and Stephanie Rainey), a VIP after party, attend a
private dinner party with Colin and the cast of the Pod-
cast. This was our first case study in this market to help
us better understand and perfect our NFT offerings. Alt-
hough there are still NFTs from this collection available,
Xavatar is no longer actively sailing these items at the

moment.

YR Question 3: Were the clients satisfied with your pro-

ject? How many positive feedbacks have you received?

Please explain the information provided within these
positive feedbacks.

JR & CK Answer 3: Xavatar has received a range of pos-
itive feedback from our clients, emphasizing the pro-
ject's innovative approach to creating immersive expe-
riences in healthcare and entertainment. Users particu-
larly appreciate the personalized interaction through
Xavatars, the inclusivity of the Xataverse, and the engag-
ing content on Xavatized. The feedback highlights satis-
faction with the platform's user-friendly design, its po-
tential for enhancing social connections, and the practi-
cal applications in healthcare training and patient en-
gagement. This constructive input is invaluable for guid-

ing our ongoing improvements and expansions.

YR Question 4: How many returns or negative reactions
did you receive, and what were the causes of dissatisfac-
tion? How many clients requested a refund?

JR & CK Answer 4: None to date.

YR Question 5: As | understand from your YouTube chan-
nel*®, your partners include BeEarth Foundation (NY
US)* and Teleton Mexico®. You may have others. Please
provide any numerical information you can, such as their
geographical distribution and affiliations.

JR & CK Answer 5: Xavatar has secured several strategic
partners across multiple sectors:

1. Alzheimer Awareness Experience: We have partnered
with Sandra's Home Health Care Inc. (SHHC) (Canada)?*

and the Alzheimer Society of Niagara (Canada)?? to cre-
ate an immersive and interactive experience to help
demonstrate the challenges one faces once diagnosed
with this disease.

2. Broadcast Deals: Xavatar has signed distribution deals

with two American broadcasters for our debut ani-
mated TV series, The Xavatar Show, Ovation TV (CA
US)?® and Up TV (Georgia US)?.

3. Production Deals: Xavatar has joined forces with

Brooklyn based, virtual production leaders Planet X Stu-
dios (NY US)?® to create 3D environments for The Xava-
tar Show and Xataverse. As well as one of the entertain-
ment industry’s best rated public relations firms, 42

West (Georgia US)%® to oversee our public messaging
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and top-rated casting director, Susan Lawlor of Direct-
Fire Media (NY LA US)?’ to assist with securing celebrity
relations from film, TV, Broadway and music sectors.
AIM Productions (NY US)?8 spearheads our sponsorship,
branding and product placements.

4. Fintech: Xavatar has signed an exclusive licence with
banking institution and currency exchange giants,
FEXCO (Ireland)? as the treasures for the Xataverse and
working together to create our unique digital currency,
the XavaToke and digital wallet.

5. Technology: Xavatar is working in partnership with
IBM developing (NY US)® its cyber security measures as
well as cloud production and computing needs. HP (CA
US) is a sponsor, providing hardware to produce our TV
show and live events and talk about our collaboration at
last year's Cannes Film Festival (Cannes, France) in this
very informative case study: How Planet X mixed reali-

ties in real-time3°.

YR Question 6: Did you need to communicate with offi-
cial or unofficial authorities to register your project, pay
any registration fees, cover promotion costs, manage
collaborations, or secure funding?

JR & CK Answer 6: Xavatar works hand in hand with our
clients to navigate all necessary registrations and sign
offs by officials in various sectors. If the project is our
own IP we cover all associated costs. If we develop a
project in partnership with a client, we share these costs
as well as marketing and promotional requirements.

As to funding, we often seek government grants to help
cover research and development costs and currently

seeking seed funding for Xavatar proper.

YR Question 7: Did you participate in any startup accel-
erators to secure funding for your project? If yes, what
was your experience like?

JR & CK Answer 7: Xavatar participated in startup accel-
erators, which provided an invaluable platform for net-
working, mentorship, and securing initial funding. The
experience was instrumental in refining our business
model, enhancing our pitch, and gaining insights from
seasoned entrepreneurs and industry experts including
Alsessor at Trinity College Dublin and New Frontiers Ire-

land.

Discussion:

YR Question 1: Share your personal experience and sat-
isfaction with your technology. Would you like to further
promote and improve it? How do you plan to achieve
this? Please discuss what you need, for example, human
resources or funding, to fuel your journey.

JR & CK Answer 1: As Xavatar, we're deeply committed
to further promoting and improving our technology,
buoyed by the positive experiences and feedback we've
received thus far. Our focus is on ensuring that Xavatar
continues to serve as a pioneering platform in immer-
sive healthcare experiences. The next steps involve so-
lidifying our project's standing through certifications like
the CE in Europe, expanding our visibility through re-
spected publications and platforms, and securing addi-
tional resources—both human and financial. These ef-
forts are aimed at enhancing our technology's capabili-
ties and reach, thereby driving forward our mission to
revolutionize virtual interactions in healthcare and be-

yond.

YR Question 2: Discuss the influence of your project on
healthcare system, social life, the official industry field,
or your personal environment, such as friends, relatives,
etc. Consider any impact on humal wellbeing or sustain-
able development!.

JR & CK Answer 2: Xavatar significantly impacts
healthcare by enhancing patient engagement and edu-
cation, especially for those with chronic conditions,
thereby improving health outcomes. It fosters social
connections by allowing people to interact in immer-
sive, virtual spaces, reducing feelings of isolation. In the
official industry, Xavatar introduces innovative ap-
proaches to training and development, with potential
sustainability implications by reducing physical resource
needs. Personally, it has enriched relationships with
friends and relatives, offering new ways to connect and
share experiences, positively influencing human wellbe-
ing and contributing to sustainable development goals
by promoting accessible and inclusive digital health so-

lutions.
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YR Question 3: Please outline the limitations of your pro-
ject and how you plan to address them. From my per-
spective, the main current limitation of the project is
that it's quite challenging to understand the workflow
based on the information on your website. It's complex
because you're combining Web3, Al, the Metaverse, and
medicine. How would you assist users in getting started
with your project?

JR & CK Answer 3: Acknowledging the complexity of in-
tegrating Web3, Al, Metaverse technologies, and
healthcare into Xavatar, we see the importance of mak-
ing our platform more accessible and understandable.
To address this, we plan to implement a more intuitive
flowchart on our website, simplifying the entry process
into the Xataverse for users. This step-by-step guide will
clearly outline our goals, how we achieve them, the pro-
cess of becoming part of our world through NFTs, and
how to enter the Metaverse, culminating in a robust
feedback system to continuously refine our user experi-

ence.

Conclusion

YR Question 1: Please provide a short conclusion in
which you briefly discuss the impact of your project on
healthcare, social, Web3, and industry fields. Explain
why your project is promising and whether it is human-
centered or not.

JR & CK Answer 1: Xavatar's integration of Web3, Al,
and the Metaverse within healthcare represents a pio-
neering shift towards more personalized, accessible,
and engaging medical experiences. It promises to signif-
icantly impact healthcare by improving patient engage-
ment, social integration for those with mobility issues,
and introducing new paradigms in virtual healthcare de-
livery. As a human-centered technology, it emphasizes
user experience, inclusivity, and the democratization of
access to healthcare and social interaction, promising a

more connected and empathetic digital future.
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